Companies that involve user experience research and design in their business in such ways have a better chance of effectively considering and addressing that bigger picture. Secil Watson wrote of taking such an approach at Wells Fargo in our January+February 2008 issue. But it is hard to pull that off.
You attended Interaction 08 in February. Did any of the presenters provide guidance about this?
Jon: Absolutely. Chris Conley of Gravity Tank described to a packed room how dramatic features can be integrated in interaction design solutions in order to provide for stronger and more engaging experiences. His talk introduced words that might be familiar to industrial designers-like anthropomorphism-to a group of interaction practitioners. His talk also illustrated how an emphasis on emotion in the fourth dimension can create jarring, and often rich, responses.
I think he hit the nail on the head as he made multiple comparisons between our respective industries and the animated film industry. As he described, these filmmakers "don't do email and meetings; they work on the film for six years. And with each film, they build a billion-dollar business."
Chris's pragmatic takeaway is to consider the emotional resonance of the designed artifact over time and include hooks that include a glimmer of drama or engagement. His managerial takeaway, however, is even more important: Spend more time creating and less time explaining, facilitating, On the Experience Ecosystem, Drama, Choreography...
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inte ra c ti o n s M ay + J u n e 2 0 0 8 shepherding, discussing, or arguing. Ultimately, his points indicate yet another convergence of worlds-in this case, one where the more entertainment-based worlds of movies, plays, and theater are beginning to intrude on more traditional interaction design solutions. This seems to offer some fairly explicit, new, and rich techniques for us to exploit in "designing the ecosystem."
Richard: "Dancing in the Streets" offers excellent lessons along these lines. Because the installation was intended to be experienced, Scott Palmer and Sita Popat designed and developed it with others largely by using and experiencing it. But that was all done in careful consideration of the setting, including its history, and via the application of
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their performance skills and their extensive, relevant research.
Jon: In a roundabout way, I think what we are both describing is a way for our pragmatic day-today work to address the "bigger picture." Whether we approach this by referencing dance, architecture, and narrative or by alluding to history and context, or by looking at the end-to-end experience lifecycle, we can imbue an essence of richness into our work that will have a more human resonance. Perhaps this is the actionable message in Richard Seymour's cover story: By finding ways to integrate cultural hooks into our work, we can allow our work to have a more permanent and appropriate place in the world around us.
-Richard Anderson and Jon Kolko 
